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SEGD Academic Education Workshop 
Wednesday, May 27, 2009 
9:00am – 5:00 pm 
San Diego State University 
Art South Building room 481   
San Diego, California 
 
SEGD Academic Educational Programs are sponsored by Matthews Paint 
 
The SEGD Academic Education Workshop is Sponsored by D3, Zumar Industries and 
Jacobs Environmental Graphic Design 
 
The SEGD Academic Education Committee would like to thank San Diego State 
University for all their efforts on behalf of SEGD and this event. 
 
Agenda 
8:00am  
Registration 
Breakfast and Coffee to be provided 
 
9:00am 
Introduction to SEGD and EGD Education 

• Overview  
• The EGD educational program  

Michele Phelan, SEGD Board Member and Education Committee Chair; Kelly Kolar, 
SEGD Board Member 
 
9:15am   
Sponsor Introduction 
Core Competencies of Environmental Graphic Designers  

• Core competencies, design intent and the design process 
• EGD competencies and other design disciplines 
• How academic programs meet competencies 

Craig Berger, Director of Education SEGD 
  
10:00am 
Break 
 
10:15am – 11:00am  
Panel Discussion: Challenges in Program, Class and Curriculum Implementation 

• Developing an institutional “champion” 
• Institutional support and integration 
• Finding professional support 
• Connecting with SEGD resources 
• Expanding to a multi-course program 
• Specializing in a specific direction or area 

Discussion Moderator: George Lim, University of Colorado School of 



Architecture and Planning 
 
11:00am  
Academic Case Studies 

• Curriculum 
• Resources required 
• Student challenges and achievement 
• Lessons learned 

Speakers: Wayne Hunt, Art Center; Tim McNeil, University of California at Davis  
 
12:00pm  
D3 Education Presentation 
 
Lunch 
 
1:00pm  
Academic Case Studies 

• Curriculum 
• Resources required 
• Student challenges and achievement 
• Lessons learned 

Speakers: Susan Merritt, San Diego State University; Jody Graff, Drexel; David 
Middleton, Kent State University; Lisa Fontaine, Iowa State University; Brenda Cowen, 
Fashion Institute of Technology; George Lim, Colorado University  
 
4:20pm  
Final summary and next steps 

• Developing an Academic Consortium 
• SEGD strategy, academic budget and fund raising 
• SEGD resources for schools 
• Final questions 

Craig Berger, Director of Education SEGD; Michele Phelan, SEGD Board Member and 
Education Committee Chair 
 
4:50pm 
Tour of Sign Shop 
Led by Susan Merritt, San Diego State University 
  
 
 
  



        
 
 
 
Introduction 
This program workbook is the product of the first SEGD Academic Education 
Workshop held on May 27, 2009. This workshop was based around SEGD education 
goals articulated in the mission statement developed by the academic education 
committee of the board and include: 

• Helping students prepare for the professional practice of environmental 
graphic design. 

• Fostering leadership among students, professors and the academic 
community in the practice of environmental graphic design through analysis, 
research and experimentation. 

 
This year’s workshop focused on the development of a set of competencies of 
environmental graphic designers that schools can utilize when envisioning a new 
program as well as the resources needed to bring EGD into the classroom. A number 
of schools presented cased studies of their programs including how their programs 
met professional competencies and academic standards. 
 
This program workbook is meant to be used by academics and professionals to 
clarify how academic programs are implemented. The workbook is not a how to book.  
All of the schools profiled in the workbook spent a number of years developing and 
experimenting with educational models that best fit their philosophy. The program 
workbook also is meant to show the diversity in how schools meet the goals of 
developing professional environmental graphic designers, from specific technical 
courses to expansive analysis and research programs. 
 
SEGD would like to dedicate this workbook program to the sponsors and supporters 
of Matthews Paint including the late Ed Matthews, Randall Crabtree and Donna 
Schaeffer. Their decade long support as the lead academic sponsor has been 
extraordinary and made the success stories found in this workbook possible. 
 
Craig Berger 
Director of Education, SEGD 
 
David Middleton 
Board Chair, SEGD Board Academic Education Committee 
 
 
 
  



        

 

 
SEGD Core Competencies for graduates of environmental graphic 
design courses or programs (DRAFT  5.8.09) 
SEGD conducted a core competency survey in 2007 which established the core competency of graduating 
environmental graphic designers from a firm’s point of view. Subsequent interviews with academic institutions 
completed the review of academic core competencies.  Most academics and professionals agreed that there are 
three goals a student should achieve upon graduation: 

• A full understanding of the scope of environmental graphic design. 
• An  ability to participate in the work of a design firm. 
• The ability to take a leadership role in the design process. 

SEGD would like universities to use these competencies as a guide when structuring courses and  programs.  While 
no one course or program can satisfy all specific competency areas, the competencies are a guide when developing 
goals for student achievement.   

 
There are two fundamental themes around the competencies of Environmental Graphic Design. The first theme is an 
understanding of the design process from initial concept through implementation. The second theme is an 
understanding of design intent, or the ability to present design solutions to a diverse audience and develop a 
communication approach on how the design is to be visualized. In developing competencies the SEGD academic 
education committee integrated the two themes of design process and design intent. 
 
Core EGD Competencies  

• Knowledge of the history, methodologies and best practices unique to EGD 
• Ability to develop an analysis based on narrative, planning or strategic methodologies that can inform a 

design concept 
• Ability to develop an integrated design palette using color, typography, architectural structure and symbology 
• An understanding of how comprehensibility, legibility, usability and accessibility relate to design in the 

environment 
• Ability to develop design ideas through three dimensional exploration and convert those ideas to formal 

design intent communication 
• Ability to document the design process utilizing formal design intent methodologies of object hierarchy, 

design palette, scale dimensional drawings, details, plans, schedules and specifications. 
• Ability to collaborate with fabrication experts and project stakeholders through documentation, verbal 

communication and written specification. 
 
 
 
Competencies 
General Knowledge 
Knowledge of Environmental Graphic Design 

• Understanding of the different areas of environmental graphic design and the design firms that work in the 
field. 

• Knowledge of the history and methodologies in specific areas of Environmental Graphic Design. 
• Knowledge of current high level work in the field. 
• Understanding of how EGD relates to other design disciplines including graphic design, information design, 

architecture and interior design. 



        

 

Analysis and the Development of Design Concepts 
Verbal and written communication skil ls related to concept development 

• Ability to articulate a design concept through formal writing and verbal presentation. 
• Ability to use terminology related to environmental graphic design project planning and implementation. 

Abil ity to develop design ideas from a formal analysis  
• Understanding of how to incorporate design ideas into a formal design process. 
• Ability to research design motifs and solutions and incorporate the ideas into an analysis. 
• Ability to develop diagrams and written documents that communicate a design strategy. 

Incorporating research into conceptual analysis 
• Ability to utilize background research on geography, cultural anthropology, demographics, environment, or 

architecture in developing a design concept. 
 
Design Development 
Graphic and architectural communication skil ls applicable to EGD: Use of typography, color and 
symbology. 

• Applying graphic analysis to design development including developing a consistent design palette of type, 
color, pattern and materials. 

Legibi l i ty and Accessibi l i ty 
• An understanding of how comprehensibility, legibility, usability and accessibility relate to design in the 

environment 
Drawing and/or modeling in three dimensions: Understanding massing, structural integrity,  and 
relationship to a human scale. 

• An ability to draw dimensional design concepts in the design development stage. 
• Ability to produce models and utilize them for design development. (Important in placemaking and exhibition 

projects) 
• An ability to produce three dimensional explorative drawings using computer software  

 
Visual Communication 
Documentation Communication Skil ls 

• Understanding of how different elements in a project make up a family sharing similar physical and 
functional traits. 

• Understanding scale: how to document and model at different scales. 
• Understanding how documentation works throughout the design process including plans, elevations, 

dimensional models, diagrammatic maps and schedules. 
• Understanding of how different design drawings and details fit together to provide a clear picture of designer 

intent. 
• Understanding how drawings and models are part of a larger communication process with the fabricator. 
• Understand how to describe materials and methodologies and how they are expected to perform. 

 
Presentation 
Team Collaboration and Presentation Skil ls 

• Being able to create formal presentations as part of a team. 
• Being able to collaborate with other students with complementary skills in architecture, industrial design, 

graphic design, or information design. 
Process Presentation Skil ls 

• Understanding presentation approaches and methodologies for reviewing an EGD process from concept to 
final implementation. 

 
Implementation 
Process 

• Understanding of the fabrication process including The relationship between the  fabricator and designer. 
Specif ication  

• Understanding the qualities of different materials and fabrication methods. 
• Understanding how to write a description of how and where materials, fabrication methods and technologies 

will be employed. 



 
Bibl iography 
Environmental Graphic Design Books are undergoing a a renaissance over the last five years with new books 
that cover different areas of EGD and books that incorporate EGD into other design topics.  This is a list of top 
books to use as background text for educational programs.  These books have all been used in SEGD 
educational programs. 
 
 
Top books General EGD Books: 
 
Gibson, David. The Wayfinding Handbook: Information Design for Public Places. Princeton Architectural Press. 
2009. 

Abstract: The Wayfinding Handbook is a complete guide to the discipline, from planning and design 
to practical considerations, such as setting up teams and managing projects. “Other Voices” sidebars, 
presented throughout the book, reveal the opinions of experts who plan, manage, and shape 
wayfinding projects. A comprehensive bibliography and gallery of resources round out what is likely to 
become the go-to resource for students, professionals, or anyone charged with designing people-
friendly, universally accessible environments. 

 
Hunt, Wayne. Environmental Graphics, Collins Design, 2004 

Abstract: This important approach to signs provides a completely illustrated behind-the-scenes 
process of over thirty interesting assignments. Included are projects in the areas of Wayfinding, 
Placemaking and Interpretive Design. Each project is shown from sketch concept to final installation 
and includes a detailed design analysis. 

 
 
Top books on Wayfinding in Architecture and Environmental Graphic Design 
 
Arthur, Paul and Romedi Passini. Wayfinding: People, Signs, and Architecture. McGraw-Hill Companies. 1992.  

Abstract: This book brings together, for the first time, expertise on all three of the elements which 
wayfinding is comprised: architecture; graphics; and verbal human interaction, within the context of 
the built environment. The authors take the reader from a better understanding of the many types of 
wayfinding difficulties that people have, and why they have them, through an explanation of what 
wayfinding is and how the process works, to detailed examinations of the architectural, graphic, 
audible and tactile components involved in wayfinding design. A description, in effect, for a much-
needed, brand-new design discipline.  
 

Berger, Craig M. Wayfinding: Designing and Implementing Graphic Navigational Systems. RotoVision. 2005. 
Abstract: As more spaces turn into public areas and become increasingly complicated, people, more 
than ever, need to know where they are and where they are going. To bring clarity to this confusion, 
graphic design is crucial, but the design of wayfinding systems is also a collaborative process. This is a 
stress-relieving handbook for designers working across all disciplines. Exciting illustrations and case 
studies look at how to incorporate logos, graphics, color, and type to relate a complete wayfinding 
system to the character of a city, exhibition, or sportsground, and to represent its unique qualities. 
Checklists of requirements provide a blueprint for developing successful and attractive wayfinding 
systems. Every aspect is detailed, including stakeholder groups; criteria of specific jobs; design 
elements; fabrication, installation, and placement of signs and banners; and maintenance and 
management systems. 
 

Calori, Chris. Signage and Wayfinding Design: A Complete Guide to Creating Environmental Graphic Design 
Systems. Wiley. 2007. 

Abstract: Signage and Wayfinding Design is a comprehensive and accessible resource that enables 
readers to apply a standard, proven design process to large and small projects in an efficient and 
systematic manner. Environmental graphic design is the development of a systematic, visually 
cohesive graphic communication system for a given site within the built environment. Increasingly 
recognized as a contributor to well-being, safety and security in unfamiliar and high-stress 
environments, EGD is also being used to extend and reinforce the brand experience. 

 



Uebele, Andreas. Signage Systems and Information Graphics. Thames & Hudson. 2007. 
Abstract: A signage system is much more than just a set of signposts and symbols. As well as its 
practical application, it helps to create an identity for a space and can add decorative flair to any built 
environment. Here, Andreas Uebele describes the basic rules of signage design—and then goes on to 
show how to effectively break them. Signs must be visible but not distracting, informative but not 
unwieldy, and concise but not confusing. Color, typography, pictograms, and icons are all elements 
that can be varied and exploited to encapsulate as much information as possible and fit the job's 
requirements: the signage for a hospital, an airport, or a conference center may have little in common, 
and solutions must always be tailored to fit the location. The book showcases great examples of 
signage design worldwide, ranging from museums and schools to transport systems, with an emphasis 
on the most original approaches. It is not only an indispensable handbook for communications 
designers but also a must for architects, interior designers, and graphic artists who need a better 
understanding of this essential aspect of modern design. 500+ color photographs and illustrations  

 
Smitshuijzen, Edo. Signage Design Manual. Lars Müller Publishers. 2007.  

Abstract: In an entertaining and straightforward way, Edo Smitshuijzen’s Signage Design Manual 
leads the reader step by step through the individual phases of signal design. More than nine hundred 
illustrations guide him or her through this demanding process. Both in-depth and comprehensive, this 
book is a unique publication. It not only contains information on traditional methods, design questions, 
and materials, but even touches on future developments, such as navigational aids for mobile devices 
and other futuristic equipment. The combination of wide coverage and precise, detailed information 
makes this book accessible to a broad spectrum of readers, from information and graphic designers to 
design students and professionals of every stripe who are involved with signal design on any level. 
With the publication of Smitshuijzen’s Signage Design Manual, the canon of signaletics finally has its 
own engaged textbook. 
 

Mollerup, Per. Wayshowing: A Guide to Environmental Signage Principles and Practices. Lars Müller Publishers. 
2005.  

Abstract: Riffing on the techie term "wayfinding", which designers and manufacturers use when 
talking about the function of signs and signage systems as they are used by the viewer, this book, by 
acclaimed graphic designer and author Per Mollerup, seeks to find a more precise visual language for 
what sign designers actually do, which is to show the way. Unfortunately, as Mollerup points out, many 
designers never master the art of wayshowing themselves. For wayshowing relates to wayfinding as 
writing relates to reading and as talking relates to hearing: The purpose of wayshowing is to facilitate 
wayfinding. In this accessible but invigorating investigation, Mollerup examines international sign 
systems and architectural landmarks in detail with his trademark candor and good humor. His analysis 
is at once pithy, scholarly, and historical. 

 
 
Top Books in Exhibit ion Design and Environmental Graphic Design 
 
Berger, Craig M., Skolnick, Lee; Lorenc, Jan; What is Exhibition Design, RotoVision. 2007. 

Abstract: What is Exhibition Design? is the ultimate guide to the many facets of this rapidly emerging 
discipline, from retail design to museums and trade shows û every field that applies graphic 
information to place and object.This unrivalled handbook is a guide to the world of exhibition design, 
exploring what constitutes successful design and how it works. It clarifies the roles of the various 
design skills involved in exhibition design, and explores how new technology and materials possibilities 
for both form and function. It also describes the tools and processes for design and manufacture, 
methods of prototyping, and means of transporting, assembling and dismantling exhibits. 
 
 

Dernie, David, Exhibition Design, W.W. Norton & Co., 2006 
 
 



Top Books in EGD Research 
 
Bertucci, Andrew. On-Premise Signs Guideline Standards: United States Sign Council Best Practice Standards. 
2003. 

Abstract: In 1996 the United States Sign Council and its research arm, The United States Sign 
Council Foundation, began research into the legibility and traffic safety implications of roadside on-
premise signs. Prior to that time, very little research existed relative to the design and safety 
characteristics of this type of sign. Traffic engineers, seeking to develop a directional sign system to be 
used by motorists on local and interstate highways, had promulgated some earlier academic research. 
However, although useful as a starting point, the data had little relevance to the distinct qualities of 
private roadside signs. By virtue of their diversity and placement on private property, on-premise signs 
exist as a totally separate class of motorist-oriented communication, encompassing unique design 
challenges and traffic safety implications. Since 1996, the United States Sign Council Foundation, in 
concert with traffic engineers, human factors researchers, and statistical analysts of the Pennsylvania 
Transportation Institute of the Pennsylvania State University, has published a series of research 
studies. The results from this work now provide a distinct and objective scientific basis for 
understanding the manner in which motorists receive and respond to the information content of the 
private, roadside sign system. The research and corresponding analyses afford designers and 
regulators of signs with an insight into the legibility, size, and placement characteristics necessary for 
effective roadside communication to occur.  
outlined in the first half of the book. The author critiques and explains why the design is successful in 
terms of formal quality (Aesthetics) and function (How does it improve communication?). 

 
Golledge, Reginald G. Wayfinding Behavior: Cognitive Mapping and Other Spatial Processes. The Johns Hopkins 
University Press. 1998. 

Abstract: Incorporates cognitive, perceptual, neural and animal perspectives. The authors come from 
a variety of disciplinary backgrounds, yet the writing is accessible to a wide audience. The book 
represents an exciting and innovative addition to the cognitive mapping literature, and will be a 
standard reference for the next decade of cognitive map research. 

 
Lynch Kevin, Image of the City, MIT Press 1960 

Abstract: What does the city's form actually mean to the people who live there? What can the city 
planner do to make the city's image more vivid and memorable to the city dweller? To answer these 
questions, Mr. Lynch, supported by studies of Los Angeles, Boston, and Jersey City, formulates a new 
criterion--imageability--and shows its potential value as a guide for the building and rebuilding of cities. 
The wide scope of this study leads to an original and vital method for the evaluation of city form. The 
architect, the planner, and certainly the city dweller will all want to read this book. 
 

Janet R. Carpman and Myron A. Grant, Design That Cares: Planning Health Facilities for Patients and Visitors, J-
B AHA Press, 2008 

Abstract:  Hospital design speaks volumes about the beliefs and values of health care in general. For 
many years, hospital after hospital has been constructed in the interests of physicians, trustees, and 
administrators. Rarely has the patient been a top priority in facility design. Design That Cares is a 
groundbreaking book written for decision makers. Including general guidelines, drawings, and 
instructive examples, this work develops an essential perspective previously absent from health care 
design. Design That Cares contains a plethora of concrete architectural advice that will serve as an 
excellent place for executives to begin in rethinking present facility design in health care. 
 

Robert Venturi, Steven Izenour, Denise Scott Brown, Learning From Las Vegas Learning from Las Vegas - 
Revised Edition: The Forgotten Symbolism of Architectural Form  

Abstract:  Learning from Las Vegas created a healthy controversy on its appearance in 1972, calling 
for architects to be more receptive to the tastes and values of "common" people and less immodest in 
their erections of "heroic," self-aggrandizing monuments.  This revision includes the full texts of Part I 
of the original, on the Las Vegas strip, and Part II, "Ugly and Ordinary Architecture, or the Decorated 
Shed," a generalization from the findings of the first part on symbolism in architecture and the 
iconography of urban sprawl. (The final part of the first edition, on the architectureal work of the firm 
Venturi and Rauch, is not included in the revision.) The new paperback edition has a smaller format, 
fewer pictures, and a considerably lower price than the original. There are an added preface by Scott 
Brown and a bibliography of writings by the members of Venturi and Rauch and about the firm's work. 
 



Top Books in Information Design in Environmental Graphic Design 
 
Baer, Kim and Jill Vacarra. “Information Design Workbook: Graphic approaches, solutions, and inspiration plus 
30 case studies”. Rockport Publishers, 2008. 

Abstract: This new volume takes a methodical yet comprehensive approach to conveying the 
fundamentals of avant-garde, innovative, information design by examining history, theory, criticism, 
technology and media, process, method, and practice. Opening with a very brief history followed by an 
instructive breakdown of the discipline, readers will get an intimate understanding of the complexities 
of crafting information design to effectively improve communication both functionally and 
aesthetically. The back half of the book contains a wide range of case studies from design firms 
around the world so designers can see the techniques previously  

 
Tufte,  Edward R. “Envisioning Information”. Graphics Press, 1990. 

Abstract: This book celebrates escapes from the flatlands of both paper and computer screen, 
showing superb displays of high-dimensional complex data. The most design-oriented of Edward 
Tufte's books, Envisioning Information shows maps, charts, scientific presentations, diagrams, 
computer interfaces, statistical graphics and tables, stereo photographs, guidebooks, courtroom 
exhibits, timetables, use of color, a pop-up, and many other wonderful displays of information. The 
book provides practical advice about how to explain complex material by visual means, with 
extraordinary examples to illustrate the fundamental principles of information displays. Topics include 
escaping flatland, color and information, micro/macro designs, layering and separation, small 
multiples, and narratives. Winner of 17 awards for design and content. 400 illustrations with exquisite 
6- to 12-color printing throughout. Highest quality design and production. 
 

 
Top Books in Branded Environments 

 
Wheeler, Alina, Designing Brand Identity: A Complete Guide to Creating, Building, and Maintaining Strong 
Brands, Whiley, 2006 

Abstract: From translating the vision of a CEO and conducting research, through designing a 
sustainable identity program and building online branding tools, Designing Brand Identity helps 
companies create stronger brands by offering real substance. With an easy-to-follow style, step-by-step 
considerations, and a proven, universal five-phase process for creating and implementing effective 
brand identity, the book offers the tools you need, whether a brand manager, marketer, or designer, 
when creating or managing a brand. This edition includes a wealth of full-color examples and updated 
case studies for world-class brands such as BP, Unilever, Citi, Tazo Tea, and Mini Cooper.  

 
Neumeier, Marty The Brand Gap: Expanded Edition, Peachpit Press, 2005 

Abstract: Using the visual language of the boardroom, Neumeier presents the first unified theory of 
branding -- a set of five disciplines to help companies bridge the gap between brand strategy and 
brand execution. Those with a grasp of branding will be inspired by what they find here, and those who 
would like to understand it better will suddenly "get it." This deceptively simple book offers everyone in 
the company access to "the most powerful business tool since the spreadsheet." 
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Educational Program Summary Outl ine 
 

Art Center College of Design 
 
Program Summary 
Typography for Places & Spaces  
Introductory EGD course  offered as a 'choose A or B' elective in the Graphic Design major. 

• 5th or 6th (out of 8) semester, i.e., Junior year. 
• The only such course at Art Center. 
• Assumes students are competent graphics designers (typography, composition, concept, 

symbolism, color, etc.) 
• Designed as an adjunct or ancillary supplement to a rich graphics degree program. 
• Students are promised that they can learn to apply their 2D design and communication 

skills to the 3D world. 
 
Faculty 
Wayne Hunt, Adjunct professor and professor and principal at Hunt Design 
 
Course Goals 
As an adjunct to a largely 2D program, this class is designed enhance or complement the students' 
skill sets and empower them to at least understand the potential of communicating in the physical 
world. 

• Sculptural and 3D awareness 
• Architectural scale 
• Typography in the environment (light touch) 
• Human factors of EGD* 
• 3D storytelling* 
• Placemaking* 

*introductory only 
 
 
Lesson Plan Outl ine 
 
Design Exercise 1: City Block Walk & Talk 

The streets and urban edges of urban blocks are dense with signs, typography and other 
information-related media. 

Select a single city block in downtown Los Angeles and make a photo survey of many kinds of 
typographic media. Edit your photos into the best and most interesting ten to fifteen for showing to the 
class. 
 
Considerations:  
• Consider the ground plane. 
• Look up (you may need to shoot your block from a distance). 
• Look for media that are not specifically signs. 
• Variety of expression is important. 
Presentation: 
 
Make Jpegs of your best and most interesting 10 to 15 photos and burn onto a CD. You may want to 
create a title slide with the block description, i.e. Hill/5th/Olive/6th.  
 
We will have an informal projected show in class. 



        

 

 
Design Exercise 2: Dimensional Numeral 
 
The Assignment 
Select a numeral between 0 and 9, from an actual typeface, and create a three-dimensional, 
sculptural interpretation with the following constraints: 
 
• must fit within a volume 10"x 10"x 2." 
• must be monochromatic. 
• may have some physical reference to the “edges or limits” of the 10"x 10"x 2" volume. 
 
Presentation Format 
Express your design in a well-crafted model of any media. 
 
Hints 
Think like a sculptor. Make your design look interesting from every angle. Consider design approaches 
such as repetition, abstraction, “cropping in” on the numeral. Consider extreme abstraction. 
 
Learning Objective 
The project is a transitional exercise between familiar two-dimensional form and  
three-dimensional expression. 
 
Evaluation Criteria  
• balance of typographic recognizability and sculptural “presence” 
• three-dimensional richness 
• model craftsmanship 
 
Design Exercise 3: Art Center Seen 

The Art Center Hillside campus is a place of many obvious activities and processes, but many 
important aspects of the building and much of the College’s programs, culture, issues, politics and 
‘personality’ remain invisible to visitors and, often, even to the population of students, instructors and 
staff. 

Using actual spaces and physical qualities of the building and/or site, create a large scale 
transformative information intervention making visible a set of related things, processes, destinations 
or other attributes that are otherwise hidden from view. 

Or you may wish to make a series of personal or poetic statements using the building as a 
backdrop. 
 
The design: 
• Must be typographic and/or pictographic. 
• May have photographic elements. 
• Should have four to six separate elements or spaces. 
• Must interact or, conversely, react to spaces and components of the building. 
Consider: 
• Distance viewing. 
• Surprise 
• Economy of solution 
• Virtual solutions 
• Lighting 
• Sequence of elements 
 
Presentation: 
Your solution will be presented both in scale model form (actual or digital) and at least one or two of 
your elements will be mocked-up full size in the campus. 



        

 

 
 
Final Report  
The course is fun, dramatic and good as an individual course taught by an adjunct professor, but not 
as a real EGD process experience. My realistic goal, within the context of my department's parameters, 
is to show how graphic design and graphic designers can be a big part of place-making and to inspire 
students to learn more on their own.  
 
Also, I believe this kind of course makes them become better all-around designers, perhaps, more 
aware of the physical world (as opposed to the digital world). 
 
Samples of Student Work 
 

  

  



        

 

  
 
 
 



        

 

Educational Program Summary Outl ine 
 

University of California Davis 
 
Program Summary 
The "Exhibitions" track in the Design Program at UC Davis is comprised of three 10-week upper 
division undergraduate courses and an internship at the UC Davis Design Museum. Open to junior and 
senior design majors, it bridges other tracks in interior architecture and visual communication. 
Students can opt to focus their studies in exhibitions or elect to take the courses to supplement their 
other studies. Course pre-requisites include design foundation courses in graphic design, spatial 
planning and design history. Because students are at an R1 university they are expected to minor in 
other disciplines and approach projects in a critical and exploratory way. The means and methods for 
each course are explored through lectures, field trips, studio and non-studio assignments, critiques 
and fieldwork. 
 
Exhibition Design (DES 185)  
Design of cultural and commercial exhibition environments. Exhibition research, concept development, 
object selection and spatial planning. Design of display furniture, object staging, architectural finishes, 
exhibition interpretive strategies and graphics. 
 
Environmental Graphics (DES 186)  
Design of informational and directional graphics for the built environment. Application and integration 
of typography, imagery and symbols into the architectural landscape. Developing universal wayfinding 
and graphic navigational systems to help people find their way.  
 
Narrative Environments (DES 187)  
Design of storytelling environments and multi-sensory experiences for cultural, commercial, 
entertainment and public spaces. Interpretive planning and design for specific exhibit audiences. The 
manipulation of objects and the communication of complex ideas in the exhibition environment. 
 
Design Museum Internship (DES 191)  
Studio based experience designing, building and working in an exhibition environment.  
 
Faculty 
Tim McNeil, Associate Professor and Director, UC Davis Design Museum and principal at 
Muniz/McNeil Design. 
 
Course Goals 
Basic goal of the program: To introduce students to the communication and placement of objects, 
ideas and information in spatial environments.  Main topics explored: 
 

• Design context and history 
• Exhibition development and storytelling 
• Spatial analysis, staging and placement 
• Human centered and universal design 
• Interpretive exhibit methods and strategies 
• Wayfinding and message development 
• Sustainable design and communication of environmental issues 
• Materials, color and lighting 
• Typography and imagery in the environment 
• The visitor experience 

 



        

 

Lesson Plan Outl ine 
Exhibition Design (DES 185)  

In teams of two, students work together for the entire course and select an exhibition topic to 
research and develop a related object list. They then focus on the planning and design of an exhibition 
space, the process follows a professional design studio model through four specific phases: (1) 
developing an exhibition narrative (what is the story?), (2) spatial planning and object placement (how 
will you tell the story?), (3) exhibition staging and object interpretation (what will the story look like?), 
(4) information delivery and graphics (how will you communicate the story?). 

Each phase introduces information organization, sketch visualization, architectural drawing, 
model making and rough prototyping, object display and conservation, exhibition design presentation 
standards and techniques. The process and final design intent is documented in a professional 
presentation book.  
 
Summary of Assignments: 
1. Developing an Exhibition Narrative: big idea, object list and concept studies. 
2. Spatial Planning: scale model, final object placement and floor plan. 
3. Exhibition Staging: object interpretation and display, elevations, materials and finishes. 
4. Information Delivery: exhibition graphic identity and promotional signage system. 
 
WEEK 1: Introduction to Exhibition Design 
Lectures: 
• 0.1 What is Exhibition Design? 
• 0.2 Course Overview  
• 0.3 Exhibition Design 101  
Studio: discussion and project work. 
 
WEEK 2: Developing a Narrative  
Lectures: 
• 1.1 Exhibition Planning and Curatorial Practice  
• 1.2 Exhibition Design Case Study  
Studio: project work and in-class assignment 
Field trip to collection storage 
 
WEEK 3-4: Spatial Planning  
Lectures: 
• 2.1 Spatial Planning and ADA 
• 2.2 Interpretative Methods Overview 
• 2.3 Sustainability and  Exhibition Design  
Studio: guest lecture and critique 
 
WEEK 5-6: Object Staging 
Lectures: 
• 3.1 Object Enhancement and Conservation  
• 3.2 Exhibit Staging 
• 3.3 Display furniture, architectural details, materials and finishes  
• 3.4 Construction and installation specifications 
Studio: project work and critique 
Field trip to San Francisco museum 
 
WEEK 7-8: Information Delivery and Graphics 
Lectures: 
• 4.1 Delivering Information 
• 4.2 Exhibit Graphics 
• 4.3 Exhibit Graphics Production  



        

 

Studio: project work, in-class assignment and critique. 
 
WEEK 9-10: Final Design Intent 
Studio: process book and final design critique. 
 
Environmental Graphics (DES 186)  

Students are introduced to the basic design concepts for graphics in the built environment 
through a series of assignments ending in a final project. These assignments are explored through the 
study of wayfinding, large format images, universal symbols, typographic scale, and concluding in the 
design of a signage system for a particular environment. The process follows a professional 
environmental graphics design studio model starting with schematic design and ending in design 
development (design intent). The process and final design intent is documented in a professional 
presentation book using environmental graphics presentation standards and techniques. 
 
Summary of Assignments: 
1. Finding Your Way: sign audit and wayfinding analysis. 
2. Communicating A Sense of Place: large scale graphic application for a building exterior that 
communicates the buildings purpose and what happens on the inside. 
3. Directional Messages: full size freestanding sign mock-up that directs people to three locations.  
4. Informational Messages: family of pictograms/symbols for a given topic/location. 
5. Final project: comprehensive sign system for an external client that includes a location plan, 
vocabulary of sign types and detailed specifications. 
 
WEEK 1: Introduction to EGD and Wayfinding 
Lectures: 
• 0.1 What is EGD?  
• 0.2 Course overview  
• 1.1 Wayfinding and Mapping Principles  
Studio: project work and critique 
 
WEEK 2-3: Human Factors  
Lectures: 
• 2.1 Human Factors 
• 2.2 Typography, Color and Grids 
• 2.3 Universal design and ADA 
Studio: project work and critique 
 
WEEK 4-5: Maps and Symbols  
Lectures: 
• 3.2 Maps and Symbols 
• 3.3 Assignment 4 overview  
Studio: project work and critique 
Field trip to signage fabrication firm. 
 
WEEK 6: Materials and Fabrication 
Lectures: 
• 4.1 Materials and Fabrication  
• 4.2 Case studies and best practice 
Studio: project work and critique 
 
WEEK 7-9: Sign System (Schematic Design and Design Development Phase) 
Studio: project work and critique 
 
WEEK 10–11: Sign System (Final Design Intent) 



        

 

Studio: project work and critique 
Final project process book, presentation and critique. 
 
 
Narrative Environments (DES 187) 

A variety of methods are available to convey content and shape spatial environments. Multi-
sensory tools such as graphics, objects, sound, audio, light, video, touch and role playing can be used 
to varying degrees to create experiences that extend from the contemplative to the highly 
participatory. This course introduces a range of design techniques and methods, and how they are 
appropriated into a storytelling environment. A series of projects tackle the fluid boundaries between 
public art and public design, and the emergence of the experience economy, where culture, commerce 
and entertainment are packaged for public consumption in a variety of hybrid display venues. 

Each project ramps-up in terms of complexity and duration and is explored using professional 
exhibition design standards and techniques that introduce spatial and information organization, 
problem solving methods, sketch and computer visualization, model making, prototypes, and object 
staging principles.  
 
Summary of Assignments: 
1. Evaluative study of a narrative environment. 
2. POP product display for a retail or commercial environment. 
3. Multi-sensory audio and image experience for a cultural environment. 
4. Narrative based discovery and interactive exhibit for an entertainment environment. 
5. Final project: narrative environment for a campus public space or external client. 
 
WEEK 1: Introduction to Narrative Environments and Interpretive Methods 
Lectures:  
• 0.1 What are Narrative Environments? 
• 0.2 Interpretive Exhibit Methods overview 
• 0.3 Course overview  
Studio: project work 
 
WEEK 2: Commercial Environments  
• 1.0 Interpretive Exhibit Methods: Contemplation 
• 1.2 Exhibition Design 101 
Studio: project work and critique 
 
WEEK 3: Cultural Environments  
Lectures: 
• 2.0 Interpretive Exhibit Methods: Sensory 
• 2.1 Spatial planning/ADA 
Studio: project work and critique 
 
WEEK 4-6: Entertainment Environments  
Lectures: 
• 3.0 Interpretive Exhibit Methods: Discovery and Interaction 
Studio: project work and critique 
Field trip: exhibition design firm 
 
WEEK 7-10: Public Environments  
Studio: research, project work and critique. 
Final project process book, presentation and critique 
 
 
 



        

 

Final Report  
• Hard to teach courses in ten weeks. Graduate level required. 
• Access to hands-on very important but not always easy. 
• Large class sizes. Pressure to increase student numbers. 
• Mixture of interior architecture and visual communication students is best. 
• Working in teams is stressed and results in the best work. 
• Internships over summer really help. 
• Many students benefit from the introduction but only a few want to pursue as a career. 
• Interiors students struggle with communicating information. 
• Graphics students struggle with thinking in 3-D and getting their hands dirty. 
• The best students are those that can traverse both 2-D and 3-D, and are eager to learn and 

explore the content. You have to love content to excel in this field. 
 
My goal is to encourage students to work across the design disciplines. UC Davis students tend to be 
really good at concept and creative ideas, but lack technical skills due to limited time (2 years) and 
available resources. 
 
Currently going through a rethink of the entire undergraduate design curriculum to create a more fluid 
(liberal arts rather than professional school) and less track-based structure. The exhibition track is 
being used as a model for this approach because it traverses design disciplines and is research 
driven. 
 
Samples of Student Work 

 
 

 
 



        

 

 
 

 
 
  



        
 

Educational Program Summary Outl ine 
 

Kent State University 
 
Program Summary 
Special Topics: Interdisciplinary Design and Development: Senior Housing 
 
This course was an experiment. It was a special cross-listed course at three different schools, of three 
different disciplines. Organized into interdisciplinary student teams, it included architecture, real 
estate, and graphic design students at the senior or graduate level. The course ran for three 
consecutive years, and required significant external funding. It involved several trips each semester to 
Chicago for the Kent students, which included site visitations, lectures and team workshops, 
architecture visitations, studio tours and more. The course also included weekly three-way video-
conferenced lectures.  
 
Faculty 
The full-time faculty included Dr. Susanne Cannon, Director of the DePaul Real Estate Center in 
Chicago, Prof. Thomas Gentry, School of Architecture, IIT Chicago, and Prof David Middleton, Kent 
State University, Kent, Ohio. The course included many guest lecturers and jurors. 
 
Course Goals 
Very generally, the goal was to allow the students to understand the limitations of the other 
disciplines, and find opportunities to collaborate so that they might provide a better overall end 
product. Other objectives included learning the responsibilities of working in teams, learn about the 
needs of senior housing, developing brand identity and extending it into the built environment, 
documentation, and learn basic skill sets required in wayfinding. 
 
Lesson Plan Outl ine 
 
Week 1  
Class 1: Introduction, class scope and overview of EGD. Review WebCT. 
Class 2 : Review related EGD work, and previous student work. 
Discussion of documentation processes, format, and typical content to be included in the 
comprehensive group proposal. Elder care research assignment given, to be presented next class. 
 
Week 2  
Class 1: Review student elder care research projects. Review documentation samples. Assign format 
template development. Cathryn Kapp, guest instructor. 
Class 2: Holiday, no class. 
 
Week 3  
Class 1: Lecture Introduction to Building Systems and Housing Design, TV lecture from IIT, Thomas 
Gentry 
Class 2: Studio working session to develop documentation templates. Brand identity overview. Review 
sample work. 
 
Week 4  
Class 1: Lecture Market Analysis/Demographics, Introduction to UrbanPlan Project. TV lecture from 
DePaul, Susanne Cannon 
Class 2: Student preparation for Urban Land Institute project, assign readings. 
 



        
 
Trip 1 (3 days) 
Drive by van to Chicago.  Driving tour of significant Chicago neighborhoods. Afternoon visitation of 
Carol Naughton Associates. Visit Millennium Park. Travel UrbanPlan Project Workshop, hosted by the 
Urban Land Institute, in the IIT Student Center. Afternoon juried presentations. Site visit of the 
Bronzeville area, late afternoon. Morning visitation of the Ruth Ford House (1947), and residence of 
Prof. Sidney Robinson, in Aurora, Illinois. Afternoon visitation of the Farnsworth House (1946), in 
Plano, Illinois. Return to Kent. 
 
Week 5  
Class 1: Lecture Brand/Identity, TV guest lecture from Kent State University, Brendan Murphy, 
Lippincott Mercer, NYC 
Class 2 : Chicago trip recap. Working session studying name generation, branding concepts and 
themes. Cathryn Kapp, guest instructor. 
 
Week 6  
Class 1: Lecture on Senior Housing Finance, The Davis Group, LLC, Robert Koerner, Charles Young, 
Mesa Development, LLC, TV guest lecture from DePaul University, Site of study assigned. 
Class 2: Studio session studying name generation, branding concepts and identity. 
 
Week 7  
Class 1: Lecture on Design Programming, TV lecture from Illinois Institute of Technology, Thomas 
Gentry 
Class 2: Jim Herman, AIA guest lecturer. Discussion of special needs of elderly living. 
 
Week 8  
Class 1: Lecture Schematic Design, TV lecture from Illinois Institute of Technology, Thomas Gentry. 
Assign 100 questions group exercise, from ”Design for Assisted Living: Guidelines for Housing the 
Physically and Mentally Frail” by Victor Regnier, FAIA 
Class 2: Studio session studying logotype development, color, type, imagery, symbols, etc. 
 
Week 9  
Class 1: Lecture on Senior Housing, Alan Plush, Healthtrust, E James Keledjian, Pathway Senior Living, 
TV guest lecture from DePaul University. 
Class 2: Assign City of Chicago zoning research exercise for the site of study. 
 
Week 10  
Class 1: Lecture on Wayfinding, TV guest lecture from Kent State University, Kelly Kolar, Kolar Design, 
Inc. 
Class 2: Studio. Discussion and study of brand extension into wayfinding and placemaking. Cathryn 
Kapp, guest instructor. 
 
Week 11  
Class 1: Open studio: wayfinding. Prepare branding work, and format work for second Chicago trip. 
Trip 2 (3 days) 
Kent students drive via university van to Chicago. Afternoon/evening walking tour of loop area. Visit 
varied building types, including The Rookery, the State of Illinois Building, 190 South LaSalle, Carson 
Pirie Scott, 333 West Wacker Drive. Public art installations of Calder, Picasso, Miro, Chagall, DeBuffet, 
Oldenberg. All Day Workshop for teams; Crown Hall, Illinois Institute of Technology. Tour of IIT campus 
including buildings designed by Mies van Der Rohe and Rem Koolhaas. Visit the Field Museum, return 
to Kent. 
 
Week 12  
Class 1: TV guest lecture from DePaul University, Feasibility Discussion, Jerome E. Finis, Pathway 
Senior Living, 



        
 
Michael Faron, O’Neill Construction 
Class 2: Studio. Discussion of wayfinding, site analysis. Review of sign types. Cathryn Kapp, guest 
instructor. 
 
Week 13  
Class 1: Open studio. 
Class 2: DePaul course ends. Pro formas due. Issues of fabrication presentation. Begin design of final 
documentation. 
 
Week 14  
Class 1: Studio. Discussion of ADA.  
Class 2: Open studio. 
 
Week 15  
Class 1: Open studio. 
Class 2: Preliminary documentation review.  
 
Week 16  
Finals week. Final Documentation Due in electronic form. 
 
Jury 01/27/05  
Kent students travel to Chicago. Meet with groups during the day at DePaul University to practice final 
presentations. 20 minute final presentations to jury. Winning groups selected. Closing Reception. 
Return to Kent. 
 
Final Report  
Just completing a course of this complexity the first time through made it a success. For 

the graphic design students, the biggest success was getting to learn about other 

disciplines, particularly architecture. The architecture and graphic design students tended 

to work together with less effort. The real estate market study was very important in 

developing the brand image. There was a good link here with the design students and the 

real estate students. In general, the real estate students could understand the advantage of 

having the architecture and EGD students in the ground floor. Practically no one knew 

that EGD even exists. The ability of the EGD students to put together coherent and 

professional final proposals was a big surprise at the end. Some problems to overcome 

include the ability to work as teams from a distance. Email relationships tended to 

become fractured at times and sometimes even mean spirited. Face-to-face workshops 

provided a much more civil work environment overall. Agreeing on an overall concept 

was sometimes difficult. Also, there was an inordinate amount of time spent on lectures 

pertaining to specific issues of real estate. There was not enough time spend on design 

development. Over the three years this course was offered, some of these issues were 

resolved, including concept development, balance of lectures and design development 

time. Working as teams at a distance seems to have inherent flaws, although good 

planning and a tight schedule helped. In many ways, the inherent qualities of the 

individual disciplines of the students mirrored those of the professional world, such as 

cost/value issues and team hierarchy. Last, the high profile of this course, including free 

travel, raised awareness of EGD in the school, college and university, and helped grow 

student interest in the coursework.  

 



        
 

Samples of Student Work 
 

 



        

 

Educational Program Summary Outl ine 
 

San Diego State University 
 
Program Summary 
Art 454 Environmental Graphic Design is an upper division elective in the Graphic Design major of the 
School of Art, Design, and Art History at San Diego State University. The course description reads: 
“Identification and communication systems applied to environmental solutions. Landmark and 
wayfinding signage systems in interior, exterior, and architectural environments in collaboration with 
interior design students.” (This semester we did not collaborate with interior design students.)  
 
The culminating assignment for Spring 2009: “Design a signage program that solves the problem of 
finding one’s way around the Art Building. Install the solution and test it at the end-of-semester 2009 
Spring Show and Open House.”  
 
Faculty 
Professor Susan Merritt with support from on-campus environmental graphic designer Jeremy Blake of 
the SDSU Sign Shop and Graduate Assistant Namita Sharma, an MA candidate in Graphic Design 
 
Course Goals 
Learning outcomes included: 
• Work within a designing process, including data collection and analysis (predesign); schematic 
design; design development; testing; and evaluation. 
• Develop sign information content systems, including kinds of information, hierarchy of content, and 
navigation. 
• Develop graphic-typographic systems for optimum communication, including specifying appropriate 
typefaces, type treatment, graphics, shape, form, color, and layout. 
• Learn about basic sign materials and codes. 
• Expand design thinking from the two-dimensional into the three-dimensional realm. 
• Experiment with ideation techniques, such as thought mapping, word lists, sketching. 
• Interview users and determine needs.  
• Design and work with grids and proportional systems, such as the Fibonacci series and the golden 
section. 
• Use dimensions and measurable scales to convey sizes.  
• Construct models. 
• Interact with other students in discussions and critiques. 
• Improve writing and presentation skills  
 
Lesson Plan Outl ine 
 
The assignments as stated in the syllabus included: 
 
Required reading in “Signage and Wayfinding Design: A Complete Guide to Creating Environmental 
Graphic Design Systems” by Chris Calori published by John Wiley & Sons, Inc., 2007. ISBN: 978-0-
471-74891-5 
 
Various Exercises: For example, create a model of a project completed in Graphic Design 1, such as 
the star symbol assignment, or Graphic Design 2, such as the key or leaf translation; and complete a 
technical drawing in Adobe Illustrator of a stop sign and construct an accompanying model to scale.  
 



        

 

Field Trips: On-campus Sign Shop, a division of the San Diego State University Physical Plant, and 
Fabrication Arts, a full-service custom fabricator of environmental signs and graphics located at 2926 
Main Street in San Diego, California 
 
Project One: Signage and wayfinding system for the Art Building at SDSU, home of the School of Art, 
Design, and Art History  
 
Project Two: Conceptual Graphic Communication System for a given site to include:  
• Signage and wayfinding: create a unique identity and help visitors find their way through the 
environment  
• Interpretation: tells the story about the meaning or concept or theme; the site; or event  
• Placemaking: including gateways, portals, gathering points, or landmarks that establish a sense of 
place  
• Accompanying Print Piece: for example, a printed map, a brochure, or guide.  
 
Presentation/Process Book: three-ring, spiral or Wire-O binding 
 
Final Report  
This semester the Environmental Graphic Design students participated in an implemented project in 
collaboration with Jeremy Blake, an environmental graphic designer who works at the Sign Shop on 
campus. Having Jeremy involved enhanced the learning opportunities for students because he 
brought real concerns to the classroom, especially with regard to materials and installation. Having 
Jeremy involved on a regular basis would definitely be an added benefit.  
 
During the analysis and conceptual design stages, students in Art 454 conducted user surveys and 
familiarized themselves with the Art Building's traffic flow patterns, points of decision-making, and 
assessed the signage needs. The students created personas of users of the Art Building (Art majors, 
professors, staff, visitors/prospective students, and alumni) and imagined user scenarios. They 
surveyed users to acquire feedback on the sense of place and the building's wayfinding (or lack 
thereof). This was a very useful component that forced students to realize that they were designing for 
an intended audience and brought purpose to their efforts. The final stage presented here focuses on 
applying creative skills to solve the problem revealed by the initial studies.  
 
Students initially had a difficult time dealing with the conceptual aspects and transferring skills 
learned in previous classes to the demands of a signage program. Project One, the intention of which 
was a fully developed signage program for the Art Building, was concluded early. Project Two, which 
was to be based on an entirely conceptual space, was abandoned and the remainder of the semester 
was spent conceptualizing, designing, and installing wayfinding signage and establishing a sense of 
place for the end-of-semester Spring Show and Open House. It proved to be a good assignment 
because it provided the students with an opportunity to develop a sense of place in an environment 
with which they were familiar and to theme the signage program for the event. 
 
Students took their lead from responses to their survey about the building: “Needs to be more 
creative.” “Make it less boring.” “Signage definitely would help.” “Drab. Boring. Uninspired.” “We have 
elevators? There's a main entrance?” The project concept revolved around the main characteristic of 
the Art major persona: “Students are always broke.” Students chose recycled cardboard boxes as the 
substrate for the wayfinding system and room identification signs. A team of three students 
photographed classmates holding cardboard signs. Some of the signs became directories and others 
supported sayings determined by each student, such as “Will code HTML for pizza.” Other teams 
focused on developing icons for a room identification system and designing a system of directional 
arrows for wayfinding. The signage program provided continuity while allowing for individual creativity.  
 
Everyone was pleased with the results and students achieved many of the learning outcomes. 
Because the Art Building has no signage, it lends itself to a project like this and I would do this 



        

 

assignment again. Next time I would require more models and implementation drawings prior to 
installation and encourage stronger three-dimensional interpretations to push graphic design students 
beyond two-dimensional thinking.  
 
Samples of Student Work 

  

  

  



Educational Program Summary Outline

Drexel University
Program Summary

The Graphic Design program is a 4-year Bachelor of Science degree.

Historically, there has been a series of six Visual Communications courses in the program, each 
building on skill sets and knowledge from the previous courses. Two years ago we introduced  
3 tracks for students: Advertising Graphic Design, Environmental Graphic Design and Web and 
Motion Graphics. All students continue to take the first three Visual Communications courses. 
Summer term of their sophomore year they are asked to declare their choice of a track or to 
continue in the general graphic design Visual Communications series. 

If they choose the Environmental Graphic Design track, they will follow a course of study  
that includes six courses of dedicated EGD information and a senior thesis with an EGD focus. 
This sequence begins in their 8th term or junior year.

If they stay in the general graphic design Visual Communications series, the fourth course  
in the six Visual Communications series has a focus of Environmental Graphic Design. This  
is offered in the 8th term or junior year. The projects in the course are meant to give an  
introduction to the field of EGD. Some students have opted for the track after taking this 
course. The design exercise described below is from this course.

Faculty

Jody Graff: Instructor and Director, Drexel University Graphic Design Program 
Amy Rees: Adjunct Instructor; Senior Associate, MERJE | ENVIRONMENTS & EXPERIENCES 
Alice Dommert: Adjunct Instructor; Principal, dommert phillips

Course Goals

As the fourth course in a series of six Visual Communications courses, the goal is to continue 
to develop basic principles of graphic design, such as craft, typography, composition, color, 
appropriate use of images and hierarchy of information. In addition, new principles of scale, 
dimension, material, context, storytelling, durability and teamwork are introduced  
and explored through wayfinding and exhibition projects.

Lesson Plan Outline

Scale Exercise

The students have been working mostly in 2-D in their graphic design coursework until  
this point. Understanding scale has proven to be a considerable hurdle for many students.  
Environmental graphic designer Amy Rees, adjunct instructor in the program, designed  
an in-class exercise that allows the students to more clearly understand how to navigate  
scale in creating their documentation in Illustrator. A handout with general instructions of  
setting up the document is reviewed, and then the scale exercise is given in class, so the  
instructor can monitor the students. 



Drawing to Scale in Adobe Illustrator

In PREFERENCES set your guides and grids to the scale you are working in.

For 1” = 1’ scale (1:12) set a gridline every 1 inch with 12 subdivisions.  
Each small square in your grid will represent 1 inch and each large square will represent 1 foot. 

Similarly, for 1/2” = 1’ scale (1:24) set a gridline every 0.5 inch with 12 subdivisions. 

For 3”=1’ scale (1:4, or quarter size) set a gridline every 3 inches with 12 subdivisions.

Once you set your grids, you can use the gridlines as reference, instead of the ruler. You can 
draw an 18”x 24” didactic panel in 1/2” scale by making a rectangle that takes up 18 little boxes 
across, and 24 down. 

This is an example set to 1/2” = 1’ scale.

1/2”=1’ scale means that every 0.5” on your drawing represents 12 inches in real life, and every 
1” equals 24 inches in real life. If you wanted to figure out sizes of objects mathematically, you 
would use a 1:24 ratio. So for an 18” object, you would divide 18” by 24, getting 0.75”. For 64 
point type, you would divide 64 by 24 getting 2.66 pt.



Scale Factors

scale  ratio  example

6”=1’-0”  1:2  72pt type at actual size is 36pt on a drawing 
1/2” = 1”  1:2

3”=1’-0”  1:4  72pt type at actual size is 18pt on a drawing 
1/4” = 1”  1:4

1 1/2”=1’-0”  1:8  72pt type at actual size is 9pt on a drawing 
1/8” = 1”  1:8

1”=1’-0”  1:12  72pt type at actual size is 6pt on a drawing

3/4” = 1’-0”  1:16  72pt type at actual size is 4.5pt on a drawing

1/2” = 1’-0”  1:24  72pt type at actual size is 3pt on a drawing

3/8” = 1’-0”  1:36  72pt type at actual size is 2pt on a drawing

1/4” = 1’-0”  1:48  72pt type at actual size is 1.5pt on a drawing

3/16 =1’-0”  1:64  72pt type at actual size is 1.125pt on a drawing

1/8” = 1’-0”  1:96  72pt type at actual size is 0.75pt on a drawing

1/16” = 1’-0”  1:192   72pt type at actual size is 0.375pt on a drawing

Text For Scale Drawing Exercise #2

Wayfinding 

Wayfinding encompasses all of the ways in which people and animals orient themselves in 
physical space and navigate from place to place.

Wayfinding is often used to refer to traditional navigation methods used by indigenous  
peoples. In more modern times, wayfinding is used in the context of architecture to refer  
to the user experience of orientation and choosing a path within the built environment,  
and it also refers to the set of architectural and/or design elements that aid orientation.

Urban planner Kevin A. Lynch coined the term in his 1960 book Image of the City, where he 
defined wayfinding as “a consistent use and organization of definite sensory cues from the 
external environment.” In 1984, environmental psychologist Romedi Passini published the  
full-length “Wayfinding in Architecture” and expanded the concept to include signage and 
other graphic communication, clues inherent in the building’s spatial grammar, logical space 
planning, audible communication, tactile elements and provision for special-needs users.

Historically, wayfinding refers to the techniques used by travelers over land and sea to find 
relatively unmarked and often mislabeled routes. These include but are not limited to dead 
reckoning, map and compass, astronomical positioning and, more recently, global positioning.

This term is also used in reference to parking management strategies that help drivers find 
parking garages.



Scale Drawing Exercise #1

Elevation drawing at 1/2” = 1’-0” scale

• Draw a wall that is 12 feet wide by 10 feet tall.

• Add a doorway that is 6 feet wide by 7 feet tall.

• Locate the doorway 2 1/2 feet from the right hand edge of the wall.

• Draw a sign plaque that is 6 inches wide by 8 inches high. 

•  Locate the sign 2 inches from the left side if the doorway and  
align the top of the sign at 60 inches above the base of the wall.

•  Add three inch high lettering that reads: “Leonard Pearlstein Gallery,“  
4 inches above the doorway.

• Finally add a scale figure that stands 6 feet tall.

Scale Drawing Exercise #2

Elevation drawing at 3” = 1’-0”

• Draw a panel that is 30 inches wide by 24 inches tall.

• Layout the following copy on the panel as follows:

  a. The header should be 66pt. at full size. 

  b. The body copy should be 42pt./64pt. at full size.

  c. Maintain 3-inch margins on the left, right and 2 inches at the bottom.

  d. Align the header copy baseline at 2 1/2 inches

  e. Begin the body copy 2 1/2 inches below the header copy.



Report

The scale exercise has eliminated much of the confusion and frustration concerning scale and 
creating documents for the students. They are able to fully concentrate on the development 
of the design and not the technical process. The type portion of the exercise has proven to be 
more challenging for students.

They are still required to create full-size studies to evaluate their design decisions, helping to 
reinforce what they are creating in sketches and on screen. 

Samples of Student Work {wayfinding and exhibition}





        

 

Educational Program Summary Outl ine 
 

Iowa State University 
 
Program Summary 
Iowa State University's Master of Arts in Environmental Graphic Design is a comprehensive exposure 
to all aspects of the discipline, including wayfinding, exhibit design, branded environments, symbology 
and placemaking. The program is taught within the graphic design program of the College of Design, 
which includes graduate programs in architecture, interior design, landscape architecture, planning 
and studio arts.  
 
In addition to 8 courses that are EGD-specific, students are able to incorporate several courses from 
the other design programs in the college. Relevant interdisciplinary courses include Universal Design, 
Sustainability, Preservation, Metalsmithing and Lighting. In addition to studio coursework, students 
must complete several seminar courses that broaden their exposure to the history and theory of the 
design disciplines. These courses can be selected from of over 25 elective options from across the 
college in architecture, art, planning, interior design and landscape. Upon completion of their 
coursework, students select a focus area for their ‘creative component’, a major EGD design project.  
 
As part of ISU’s mission as a Land Grant university, there is significant outreach to the community in 
many of the courses. The college’s Institute for Design Research and Outreach oversees and 
coordinates community design projects, including museum exhibitions, downtown district design, 
wayfinding systems, and placemaking projects. These projects provide students with experience with 
real world problems, interaction with clients, and accountability toward functional problem solving.  
 
In the EGD specific courses, there is an emphasis on design process and problem solving. Design 
solutions must incorporate both visual and functional concerns. For example, wayfinding projects 
include not only the design of the signs, but complete analysis and sign schedules. Exhibition designs 
need to present an array of visitor interactions that appeal to multiple intelligences. Downtown design 
proposals must balance the needs of the district with those of the independent retailers.  
 
Faculty 
Lisa Fontaine, Associate Professor of Graphic Design, teaches the EGD-specific courses, while the 
remaining coursework is taught by faculty in graphic design, interior design, architecture, planning, 
landscape architecture, and studio arts. 
 
Course Goals 
Overall, the intention is to provide a comprehensive overview of the EGD profession. Since there are 
several EGD courses within the program, the individual goals of each will be listed separately: 
 
Wayfinding Studio: 
This course introduces students to both theoretical issues of navigation, site analysis, and the design 
of sign systems. Students learn to analyze wayfinding problems, and to propose solutions through 
comprehensive sign schedules. Working in teams, they design sign system graphics that are 
appropriate for the context and are ADA compliant. Since this course works for actual clients, the 
students also learn client interaction and learn to make design presentations.  
 
Exhibit Design Studio: 
This course focuses on museum exhibitions which include narrative storytelling and/or interactive 
learning components. Students learn to apply their skills in visual communication in an exhibit format. 
Emphasis is placed on creating a range of visitor interactions that allow for visitors of all abilities and 



        

 

learning styles to engage meaningfully with the exhibit. Studio projects include exhibitions for science, 
children's and history museums. 
 
Symbology Studio: 
This course explores symbolic forms such as pictograms, logos and icons by examining issues of 
simplicity, structure and meaning. Semiotic principles are examined to strengthen symbols, with the 
goal of enhancing clarity and comprehension.  
 
Identity design Studio: 
This course explores graphic identity and branded environments for large and small businesses. 
Students design both a logo and a complete identity system for an international corporation, applying 
the brand to both 2 and 3-d components. After completing the corporate identity project, students are 
also asked to consider the differing needs of small clients, through a downtown revitalization project. 
In this case, students work with a stuggling downtown district to develop recommendations for the 
renovation of storefronts and the re-design of retail identities and signs. Since this project is for actual 
clients, the students also learn client interaction, and learn to make design presentations.  
 
Usability: 
This course covers the exploration and design of interface/interaction with products, systems, and 
technologies. While these interface designs can range from websites to electronic interfaces, EGD 
students can focus on usability problems in kiosk design, exhibitions, or other interfaces encountered 
in the built environment. In this course, students learn to employ user testing to better understand the 
communication and usability problems of interface designs.    
 
Consumer Experience Design and Branding: 
This course includes the theory and investigation of experience design as it applies to human 
interactions in contemporary society and culture.  This course continues the exploration and design of 
identity systems and consumer brand experiences, incorporating a greater emphasis on the built 
environment and its potential to expand the brand message. 
 
Professional Practice:  
This course covers professional design management: ethics, setting up a new business, 
client/designer relationships, contractual options, billing practices, and effective operating procedures 
(students entering the program with pior professional experience do not need to take this class). 
 
Advanced Typography Studio: 
This course covers typographic theory exploring traditional and non-traditional forms, examining both 
historical and contemporary typographic achievements. Students learn to develop flexibility and 
precision in their typographic work (students entering the program with prior typographic experience 
do not need to take this class).  
 
Lesson Plan Outl ine 
Shown here are sample project descriptions from 2 of the EGD courses: 
 
FROM THE WAYFINDING STUDIO: 
 
Wayfinding Audit: 
This analysis concentrates on the navigational infrastructure, not the design details of the signs.  
Your analysis should consider the following: 
Description of the courthouse and its components:  
 - history, identity, and perception in the public eye 
 -how many visitors it has per year 
 -reasons why people visit the courthouse 



        

 

Analysis of existing physical conditions: this includes your analysis of what currently exists (both 
changeable and unchangeable situations): 
 -the building’s circulation patterns 
 -identification of the various user groups 
 -existing signage (what works, what doesn’t, and why) 
 -inconsistencies in appearance and locations of signs 
 -missing signage 
 -naming or numbering inconsistencies 
 -visual clutter (and its causes) 
 -readability problems 
 -lighting problems contributing to navigational difficulties 
Analysis of existing wayfinding problems: this section specifically considers how people find their way 
from one place to another:  
 -hierarchy of destinations (major to minor) 
 -describe major decision points and paths 
 -most common problems people have when navigating the building 
 -unique problems that exist due to odd locations or building structure 
 -most common destinations of first time visitors 
 -most common destinations of repeat visitors 
 -unique problems of disabled visitors (wheelchair, low vision, limited mobility) 
 -how people retrace their steps to the original entry point 
Grading for this part of the project will include the following consideration: 
 -depth of analysis 
 -degree of completion 
 -photos included to support analysis 
 
Navigation Plan: 
After completing the analysis, you are ready to develop a strategic plan for how to improve on the 
current conditions. This plan concentrates on the navigational infrastructure, not the design details of 
the signs. It must include maps (plans) and photos. In addition to a written description, you will 
complete a sign schedule chart that shows the location and quantity of the signs you are proposing. 
This proposed navigation plan includes: 
-purpose and locations of proposed new signs (shown on sign schedules and maps) 
-description of the different sign types  
-suggested changes in naming conventions 
-proposed wayfinding aids (signs, color changes, etc) 
-flexibility for future changes (explain strategies) 
 
Grading for the project will include the following consideration: 
 -response to functional needs 
 -degree of completion 
 -clarity of excel sign schedules 
 
Comprehensive Sign Design System: 
As a team, you will design a sign system that responds to all of the problems and goals you identified 
in your audit and proposed wayfinding solution. The system must have unifying features achieved 
through color, typography, materials and composition. Variety will be achieved as a result of the 
differing functions of each sign (for example, the shapes and mounting methods of directional signs 
may need to be distinct from those of orientation signs and identification signs). 
 
The final system will include the following: 
-directional signs 
-major and minor identification signs 
-orientation signs 



        

 

-map design 
-landmark(s) or exterior sign 
-temporary sign template 
-typographic grid 
 
In addition to your concerns with the design of the 2-dimensional surfaces of each sign,  
you will also need to consider the armature that supports or mounts each sign. 
In addition to submission of the Illustrator files, brief verbal explanations will include the following: 
-dimensions of the signs 
-materials used in signs 
-interpretive qualities (if any) that respond to the building’s architecture and identity 
-how visual unity is achieved 
be sure to have consensus on these recommendations with all of your team! 
 
Grading for the project will include the following consideration: 
 -how the solution responds to problems and goals described  
 -systematic unity and variety 
 -typographic usage (both legibility and aesthetic concerns) 
 -grid system usage 
 -response to functional needs 
 -degree of completion 
 -map design 
 -accessibility issues (ADA compliance) 
 -creativity of solutions 
 -appropriateness to the building’s architecture 
 -client presentation (powerpoint and oral presentation) 
 
FROM THE EXHIBITION DESIGN STUDIO: 
 
Interaction Museum Exhibitions: 
This assignment will allow you to translate your two dimensional design skills to an interactive exhibit 
environment. It will introduce you to the basic formal and functional considerations that occur in this 
format. You will bring together the functional, sculptural, graphic, and interactive learning elements of 
a museum exhibition. 
 
You will design a series of interactive exhibit stands for a children’s museum. You will design 3 
different interactive workstations that can communicate information about one of the assigned topics. 
  
Phase 1: Develop the Interactive Components 
You will decide on appropriate and interesting methods for conveying the exhibit’s information. For 
each sub-topic, you’ll need to work with some actual data that could be conveyed. What aspect of that 
topic would be the most engaging for a visitor to interact with? How might you communicate it? 
Consider some of the Interaction Types we have reviewed in class.  
 
Your goal is to create a visually appealing method to convey the learning activity. At this stage, focus 
on the functionality of the visitor's interaction. While much of the informational elements will be 
presented through 2-dimensional surface treatments (images and text), the interactive components 
will involve such elements as buttons, levers, gears, and the cabinetry to house them. For example, 
you may think that the learning experience needs to be done as a guessing game activity, but what 
kind of buttons, levers or devices are used for guessing? What are the choices offered? How does the 
visitor know if they're right or wrong? What is the 'reward' for learning? In addition to the designing the 
graphic approach, your role involves aspects of information design, user testing, and basic issues of 
communication. 
 



        

 

Phase 2: Design of the Exhibit Stands: structure, image, type, color 
Now you will focus on the visual appeal and structure of the exhibit stands. How do your exhibits work 
as a visually cohesive system? Refine the look of the stands, add images, refine the headline fonts 
and color palettes. The design of these stands must accommodate the interactions you devised in 
phase 1. 
 
 
Final Report  
While the program is still very new, so we cannot yet fully assess its achievements; however, we can 
examine the achievements of the 1st student in the program, who has just completed her first year. 
During that time she has worked on an interdsciplinary design team, participated in the Hablamos 
Juntos symbol design project for SEGD, studied research methods, usability, and metal structures, and 
begun an independent exhibition design for a children's museum. Her interdisciplinary exposure 
suggests the kind of flexibility we are hoping for our students.     
 
Since the new MA program is based on a series of existing courses that have been running for many 
years, it is reasonable to assess the achievements of those individual EGD courses:  
 
Our wayfinding class is considered to be an excellent preparation for the profession, according to 
many employers. Since the students have limited background in 3-d design, there is a steep learning 
curve. Improvements in the futured would be to find a way to incorporate more information about 
materials. 
 
Our Exhibit Design class engages the students in totally new types of design challenges. In-progress 
critiques with faculty from interior design and architecture offer great cross-disciplinary exposure. 
Future improvements to this course need to include ways to make 3-dimensional ideation more 
approachable for students who have previously only worked in 2-d. 
 
In the identity design course, students learn to see the link between 2-d graphic identity and its 3-d 
application in the built environment. However, since this course is required of all our undergrads, there 
are many people in that course who have no interest in 3-d design. This brings considerable challenge 
to the instruction, but placing it in the context of identity design helps them to see the need for 3-d 
application of the corporate identity designs they create. 
 
Samples of Student Work 
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FIT Educational Summary 
 
 
The following information provides an overview of the Graduate Exhibition Design program curriculum at SUNY/Fashion Institute 
of Technology.  
 
 
Summary 

The Graduate Exhibition Design program is a 13-month, 36 credit Master of Arts program with a focus on providing 
coursework in the primary disciplines comprising the exhibition design profession. The curriculum includes instruction 
in concept design and development, narrative, audience research, front end, formative and summative evaluation, and 
the fundamental areas of exhibition design including lighting, environmental graphics, spatial planning and model 
making. Particular emphasis is placed on the creation of audience-centered exhibitions informed by narrative. With a 
broad approach to defining what an exhibition is and can be, the program explores venues including museums, trade 
shows, expositions, retail, showrooms, visitor centers, natural, cultural and historic sites, and alternative experiential 
environments. The student body is highly international and comprised of individuals with strong technical proficiencies. 
Most come with undergraduate degrees and career experience in architecture, graphic design, interior design, 
industrial design and stage design. 
 

Faculty 
The Graduate Exhibition Design program has a faculty of 11 including the department Chairperson. Each instructor is 
an active working professional in their particular discipline, some of who also teach undergraduate and graduate 
courses at FIT and other colleges. The Department Faculty are: 
 

• Instructor Robin Drake, Intro. to Exhibition Design and Exhibition Design Studio l 
• Instructor Matthew Moore, Exhibition Design Studio ll 

 • Professor Michele Washington, Introduction to Exhibition Graphics 
• Instructor Lucian Leone, Exhibition Graphics Studio l and ll 
• Professor Brenda Cowan, Exhibition Planning Design Studio l and ll 

 • Professor Scott Lundberg, Directed Thesis Research 
 • Instructor Norm Bleckner, Museums and Permanent Exhibitions 
 • Instructor Karl Matsuda, Model Making 
 • Instructor Michael Stiller, Lighting Design 
 • Instructor John Newman, Lighting Design 
 • Instructor Ran Lerner, Lighting Design 
 

Goals 
The following statement is the mission of the Graduate Exhibition Design program, and serves as its overarching 
directive: 
 
Exhibition design is more than the sum of its interdisciplinary parts. It is a communicative design profession 
driven by an understanding that it is by nature, a public medium. Students of exhibition design should come to 
embody the knowledge that exhibitions are informational experiences created for and driven by audiences, and 
that to be an exhibition designer is to be a storyteller. As designers, they bear a responsibility to themselves 
and the venues in which they work to foster an exhibition’s power to convey intellectual content, generate 
affective experiences and encourage physical interaction between visitors and their designed environment.  
 
Exhibition design education should be comprehensive, incorporating myriad design disciplines and the 
cultivation of conceptual thinking. It is a forum for experimentation where students are inventors, maximizing 
advancements in media and interpretation to truly unique ends. Here, instructors of exhibition design have the 
opportunity to instill in their students a creative logic that includes the ability to plan, generate a tangible 
construct for interpretation, and implement the technical design process with an original “voice.”  With a 
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foundation built upon field and studio work, critical research and thesis construction, students of higher 
education in exhibition design should conclude their educational experience as leaders, the bearers of great 
vocational achievement who see themselves as stewards of the profession. 

 
Lesson Plan Outl ine 

A select number of courses have been chosen to represent the primary thrust of the program’s overarching curriculum. 
The courses included in this report are represented by their title, description, objectives and required resources. As 
follows: 
 
SUMMER 
 

 • Introduction to Graphic Design 
Ed 581.59b 
Term: Summer .08 
 
This introductory course lays the framework for you to develop a visual language and understand the interdisciplinary 
process of graphics design. Elements covered include practical design application skills in visually communicating 
through the development of content and concept, which consist of typography, color, image selection and branding 
identity issues. This course provides you with established practical knowledge to meet requirements for the following 
semester. 

 
Course Objectives  
: :  Learn the importance of visually communicating utilizing text, image and color.  
: :  Understand how visual language engages the viewer  
: :  Explore environmental graphic venues, materials, and applications to produce graphic components for your projects 
: :  Develop a visual vocabulary, aesthetic and voice within your design style. : :  Learn various methods of print and panel 
presentation of design work utilizing digital formats, to be utilized throughout the program in the final presentation of all 
design work.  

 
 
FALL 
 
•ED531 59A Presentation Techniques l  
Term: Fall 2008 (August 26th – December 11th, 2008) 
 
Course Description 
The course will review various presentation techniques for exhibition design in a variety 
of formats including hand sketching, drafting, concept model making, model 
photography and computer visualization programs. 
 
Participatory Design Process 
Two distinct participatory design projects will serve as design development models for 
the following venues. 
1. A Large Scale Trade Show Exhibit. 
(Developed in collaboration with Russ Fowler of Derse Inc.) 
Design Process: (to be developed in conjunction with the chair Brenda Cowan) 
Introduction to Large Scale Exhibits for Trade Shows 
Researching a topic, Programming, Diagramming, Conceptual Development (sketching, collage) 
Design Development, Production Documents, Materials, Preliminary 3D visualization, Final Design & Presentation 
 
2. A commercial showroom to introduce Procédés Chénel© to the design community. 
The showroom should exploit paper as a space modulator, and even as a fixture material. 
Process: Review paper products, characteristics and previous uses. Review program requirements from Chenel. Study 
each paper product and learn their particular characteristics. Develop paper concept sketches using Chenel paper 
samples. Refinement and Detail: develop the paper environment and paper fixture options. Develop the paper sketches 
into 3D models (using digital software), Produce fabrication drawings in scale, Create images that reveal the visitor’s 
experience inside the showroom. 
 
Exhibit ion design as a multi -faceted Profession 
Several guest lecturers will visit the class and present short talks on different aspects of 
exhibition design. We will also take field trips will be taken to explore exhibition venues. 
Guest and class lectures will be : Graphics and new digital media (to be announced) 
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Exhibition design for large Museums (MOMA pre-fab housing show), Green Materials and Actions for trade shows. 
 
Course Objectives: 
Learn about the design and culture of large trade shows. 
Develop a personal strategy to improve your production drawings and or 3-D 
visualization skill sets. 
Demonstrate how innovative concepts, branding and custom fixture design can 
improve showroom design and function. 
Coordinate all your class skills to improve the depth of your message and the 
clarity of your design. 
 
• ED582.501 Exhibit ion and Planning Design Studio I  
Term: Fall, August 26th, 2008 – December 11th, 2008 
Tuesdays, 10:00 – 1:00pm, Thursdays, 2:00 – 5:00pm 
Instructor: Assistant Professor Brenda Cowan 
Brenda_cowan@fitnyc.edu 
Office hours: Tuesdays 1:00 – 2:00pm 
 
Course Description 
This course focuses on exploring and understanding four overarching critical elements of 
exhibition planning and design: Object Interpretation and Narrative, Audience and the 
Visitor Experience, Exhibition Concept Design Development, and Exhibit Research and 
Evaluation. It is through these areas of concentration that students will learn to create 
exhibitions that appropriately use design methodologies to meet the needs of their 
audiences, utilize content to “tell a story,” and that are visually and environmentally 
powerful. 
 
Course Objectives 
This course will enable students to: 
1. Use and interpret content to inform their exhibition design work in all of 
its various design disciplines. 
2. Develop a metacognitive understanding of the methodologies intrinsic to 
the creative conceptualization and visualization process. 
3. Develop the tools and methodologies that are fundamental to successful 
exhibitions in every possible corporate, trade, museum and public 
exhibition venue. 
4. Strengthen their learning experience by sharing developmental progress at 
critical junctures with invited professionals and guests as well as site visits 
to firms, museums and production facilities. 

 
• Course: ED542.501 
Exhibit ion Graphics Studio l  

 
 Course Description 

Exhibition Design Graphics 1  will explore visual communications by focusing initially on the timeless universe of graphic 
design elements– such as typography, color, proportion, positive and negative space, and other two-dimensional design 
considerations. In short order, the third dimension will be added to this graphic design vocabulary by drawing upon 
other disciplines – including architectural, interior, landscape, and industrial design. Exhibition Design Graphics 1  will 
address a logical approach to problem-solving processes for exhibit design graphics programs, wayfinding and other 
signage systems, interior and exterior interpretive panel design, graphic identity and branding systems, logo design, and 
the development and assimilation of diagrammatical and symbolic devices within a graphics system. 
 
Objectives 
> To understand the fundamental elements of two-dimensional graphic design and to learn its unique vocabulary. 
> To apply those fundamental elements in developing graphic programs and systems for environmental settings - both 
interior 
as well as exterior. 
> To work with real-world design projects by partnering with FIT patrons (museums, fabricators, etc.) in conceiving, 
developing and designing graphic design solutions. 
> To refine and sharpen a graphic design skill and sensibility by learning and maintaining expected professional 
standards– both in the classroom as well as on-site 



 4

WINTER 
 
• ED591 Exhibit ion Design Thesis: Directed Research 
 
Course Description  
Students state a thesis on the practice of exhibition design. The thesis will supported bye end of the term a research 
and development plan. This plan will be substantially completed by the end of the term. Then the students will propose 
an exhibition that will demonstrate the value of their thesis.  
 
This is the student’s opportunity to examine the results of their recent months of intense study. It is the time to consider 
views on exhibit design and their role within it’s practice. This is the student’s opportunity to proactively design the form 
and focus of the conclusion of their academic experience.  
 
Students will display various skills and methodologies that will assist them in the analysis and presentation of data and 
design criteria. The effect of stylistic decisions on clarity is given particular attention.  Industry professionals with a 
specialization in exhibition design will offer critiques and guidance at the end of this programming phase.   
 
Course Objectives 
This course will enable students to: 
1. Develop, produce and present an original thesis about the practice of exhibition design. 
 
2. Develop, produce and propose an exhibition for self conscious purpose. In this case the purpose is to demonstrate 
the value of their thesis. 
 
3. Make sense of big projects by deconstructing them into manageable, plan able parts. 
 
4. Become familiar with the research process and make objective findings and conclusions.  

 
SPRING 
 
• ED532.59A Advanced Presentation Techniques 
 
Course Description 
This course is about communicating design. We will focus on refining the student’s ability to create & communicate 
compelling stories around the visitor experience in exhibit design culminating in the development of the student’s 
portfolio and Thesis Documents. On the theoretical side we will work to understand the underlying dynamics of 
presentations, client & coworker motivations, information appropriateness, conversations, and desired outcomes. The 
portfolio will be developed, materials and presentation strategies, in parallel with the Thesis Documents to prepare the 
student for internship interviews and employment opportunities beyond. The documentation of the student’s Thesis will 
be developed in parallel with each of the other studio classes to assure the student demonstrates a clear 
understanding of the purpose and standard requirements of these materials while developing their Thesis Document. 

 
Course Objectives 
This course will enable students to: 
1. Clearly communicate their thesis design. 
2. Communicate their ideas effectively to potential clients, clients, and other designers and have 
productive conversations about their designs. 
3. Optimize workflow to create the best possible deliverables. 
4. Communicate design concepts appropriately and effectively in all phases of a typical exhibit 
design process. 
5. Compile the various deliverables from their classes into a Thesis Design document. 
6. Tailor project work in their portfolios towards specific internship and employment opportunities.  
 
Handout 1: General Thoughts 
What’s The Problem? 
As designers we are faced with the conflicting desires & limitations - wanting to generate endless 
ideas, explore these ideas to wherever they may lead, to generally “keep the balls in the air” as long 
as we can - against time and resource limitations, the need for concrete deliverables, and other hard 
practicalities. We work towards a final design via a series of presentations. Sadly, these 
presentations in many ways are the reality of the design - while the final built, operating exhibit is 
what we are working towards, we won’t get there unless we communicate our ideas and get 
approvals in a series of presentations. 
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There is never enough time to do everything we want. We must learn to work efficiently so that the 
work we show is as good as it can possibly be and communicated as effectively as possible. Our 
presentations force us to finalize our choices, to prioritize, to face the hard facts of what can we get 
done well vs. what can we get done mediocrity. As our presentations represent the gates that our 
designs must pass through it is essential that we make the right choices; that we allow ourselves, 
our ideas, the best chance for success. 
A Few Inflammatory Assumptions 
• An un-communicated idea may as well not exist. 
• An idea that is not understood may as well not exist. 
• People tend to react to what is in front of them at the level it is presented. For example: you 
can say something is rough - but if there aren’t visual cues to reinforce this, the ideas will be 
seen as finished. 
• Not all ideas are equal - there are appropriate ideas and inappropriate ideas. 
• We tend to stink at seeing the true virtues (and flaws) of our own ideas. 
• Design is not a straight line - but too many detours are just not practical. 
Stray Thoughts On The Job Of A Designer 
• Be an idea factory - impractical and practical ideas & solutions. 
• Poke ideas - understand the intent / underlying concepts for every idea. 
• Make choices - We need to use our design sense and taste to make choices. Be tough! 
• Be visual - help clarify meaning through visual representations of concepts. 
• Roll with the punches – things will go wrong, will go badly. Deal with it – emerge wiser. When 
possible use setbacks to improve your design. 
• Be stubborn/be flexible – learn to recognize when you need to push your idea against all odds & 
adversity. Learn to flex your design ideas while maintaining their underlying truths. Develop 
your personal confidence so you can make these decisions well. 
• Know what you are good at: 
• Fix your weaknesses to a reasonable level. 
• Go with your strengths. 
• Work with people who compliment your strengths. 

 
Handout 2: Key Concepts 
These concepts will recur throughout the class, they form the foundation for how we will look at, and 
discuss, design communication. 
1. Purposefulness – Everything developed and presented should have a purpose that can be 
articulated. 
2. Progression – Ideas need to flow from a perceivable structure. For example ideas can be from 
big to little or follow flow of the visitor experience. 
3. Appropriateness – Not all ideas or presentation methodologies are appropriate for a given 
project or context (in terms of phase, presentation audience, etc). Designers must learn to use 
their judgment to be constantly evaluating appropriateness and reacting as necessary. 
4. Design functionality – Every element of a design has a function: business, emotional, 
ergonomic, operational, etc. Understand the function of each design element and be able to 
articulate it. This allows the designer to be prepared to productively discuss their designs in 
response to comments and questions. [See Handout 2] 
5. Excitement – Generating client excitement through perceived end-user excitement is the name 
of the game. 
6. Reducing perceived risk – The person being presented to will inevitably have a certain amount 
of money or prestige at risk personally. Their company or institution will also. The designer 
needs to identify and address the areas of risk. The perceived risks that are almost always 
present are: A) will the end-user like and/or appreciate the design B) is it doable in time and on 
budget and C) does it accomplish the goals and D) how will they look to their boss. 
7. Understanding underlying meaning – Frequently what is said is not exactly what is meant. It is 
vital that the designer understand the underlying meaning or intent of comments, directions, and 
questions. 
8. Designer’s role – The designer provides the means with which the client and the end-user can 
effectively communicate with each other. The goal of the designer is to create something that 
meets the goals of the project and that creates a compelling and appropriate experience for the 
end-user. While the designer needs to be able to stand behind their work and be proud of it, 
their personal expression and presence or not requirements. At the end of the day, artists are about personal 
expression - designers are about functionality. 
 
Handout 3: Design Functionality 
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All elements of a design can be scene through a lens of functionality. Everything does something – 
we need to be able to articulate what and why to explain our choices, our designs. If we can be 
clear with ourselves about the intended functionality of each design element we can better evaluate 
our own work, we can ask better questions, we can make our decisions with greater confidence and 
speed. 
Aesthetic Functionality 
• Creates the mood / makes emotional connections 
• Creates memorable visual icons 
• Creates hierarchy of perception 
• Creates the appropriate level of order/chaos 
Content/Business Functionality 
• Creates an interface between the institution and their clients / end-users 
• Makes ideas, concepts, material, and other content - other stuff - accessible 
• Creates means to clarify the above through 
• Clarifies content choices 
• Creates the appropriate level of order/chaos 
Navigational Functionality 
• Creates environments that people can find their way through 
• Creates the means for multiple people to function in the space 
• Helps people make informed choices 
• Decreases unease and confusion 
• Creates the appropriate level of order/chaos 
Social, Ergonomic, and Cognitive Functionality 
• Benefits society at large in some way. 
• Understands the underlying cultural expectations and “ground rules” to allow people to do all of 
the above items with minimal effort 
• Creates environments that promote connections between people 
• Creates environments that promote a sense of trust between visitors and staff 
• Creates ergonomically appropriate spaces 
• Acknowledges our fundamental cognitive biases 
• Accommodates perceptual realities and differences 
Operational Functionality 
• Creates an environment that supports the staff’s needs and training; that places them in a 
position to succeed 
• Creates environments that are appropriately durable and will age well. 
• Allows for easy maintenance, fits within the operational budget 
• Accommodates change 
 
• Course: ED 543.501 Exhibit ion Graphics Studio l l  
 
Exhibit ion Design Graphics 2 will prepare you for the Graphics Package component of your thesis, and ultimately 
address the required items you must produce for the Graphics Package. 
 
Graphic Design areas to be covered :  

 Color: Subjective and objective uses and meanings 
> Typography: Explorations and logo development 
> Hand Drawing: Encouragement of it for concept development  
> Labels: Exercises in graphic treatment of content for differing types,  
Including hierarchy, composition, and reproduction methods 
> Interpretive Graphic Panels & Exhibit Signage System  
> Thesis Presentation Panels: Composition, layout, formatting thereof  

 > Thesis Graphics Package: Formatting and individualized assistance 
 
Objectives 
> To understand the fundamental and historical elements of two-dimensional graphic design and its unique 
language. 
> To apply those fundamental elements in developing graphic programs and systems for your thesis project, in 
addition to integrating appropriate contemporary digital technologies. 
> To develop the unique a unifying graphic identity system for all the program elements of your Graphics Package 
> To f inalize those graphic design elements into a cohesive Graphics Package which will comprise your Final Thesis 
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Product. 
 

• ED583.501 Exhibit ion and Planning Design Studio I I  
 

   Course Description 
As a continuance of the fall semester "Exhibition and Design Planning Studio I" and “Directed Thesis: Research” course 
of the Winterim session, this course focuses on the creation of the MA program's final thesis document and 
development of the final exhibition product, conducted in close partnership with “ED543.501 Exhibition Design 
Graphics II,” “ED551.501 The Exhibition Model,” and “ED532.59A Advanced Presentation Techniques.” The completed 
thesis will be a fully researched and substantiated design document as explored via an accompanying exhibition 
product solution. This course also attends to preparation for internships, interviewing and presentation skills. 
 
Course Objectives 
This course will enable students to:  
 
1. Learn how to create a graduate level thesis document; 
2. Learn and implement the exhibition design development process; 
3. Develop a metacognitive understanding of the methodologies intrinsic to their personal creative 
conceptualization and visualization process;  
4. Develop a final exhibition product to use in their professional career; 
5. Strengthen their learning experience by sharing developmental progress at critical junctures with invited 
professionals and guests;  
6. Exercise design presentation and interview methodologies, including public speaking, body  language, eye 
contact, and verbal and written English language proficiency. 
 

Report 
The original intentions of the program have evolved since its inception in 2005-2006. With an initial foundation 
primarily in technical design considerations, there has been a need to enrich the curriculum with a greater depth of 
study in concept development, audience study, narrative and storytelling, exhibition evaluation forms, analytical thesis, 
and understandings of client service.  Great strides have been made towards bringing these areas of focus into the 
curriculum and executing them in a naturalistic manner without weakening the successful technical design areas. In 
part, the program has been able to achieve this enrichment by hiring more faculty (from an initial faculty of 5 to a 
current faculty of 10) who bring greater experience with educational practice and design process, as well as by better 
engaging the professional community into coursework via master classes and integrated projects.  
 
The next steps for the program involve looking at lengthening the scope by adding a third semester so as to bring in 
critical educational elements that are necessary to further both theoretical study as well as practical applications of 
design work. At this point, changing the 36 credit degree into a 42 credit MS is being considered. This would be 
achieved by adding additional coursework in history and theory, and engaging in a design research lab initiative that 
would enable students to work with design experts in high level research projects. This design research lab initiative is 
currently being developed with segd as well as other educational institutions and private enterprises.  
 

Samples of Student Work 
Museums: 
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Lighting Design: 
 

 
 
 
 
 
 
 
 

 



        
 
 
 
 
Educational Program Summary Outline 
 

University of Colorado  
School of Architecture and Planning 
 
Program Summary  
Introduction to Environmental Graphic Design, Upper Level Elective  
• Reserved for upper, junior and senior year students 
• Students are introduced to basic graphic design skills (concept, typography, symbolism, color, etc.)  
• Course was designed as an introductory class to enhance the Design Studies Major of the     
   architectural department 
• Students are shown how they can apply their architectural design and communication  
   skills to the profession of Environmental Graphic Design.  
• Only EGD course at the University of Colorado School of Architecture and Planning.  
 
Faculty 
George Lim, Adjunct Professor  
 
Course Goals  
This Class is presented as an introduction and survey of the principles and profession of EGD. It is 
constructed to be a meaningful component of the University of Colorado School of Architecture and 
Planning and to compliment the classes already offered in the architecture and planning department. 
This course is to be considered a lecture/lab class. Students will produce three projects that will 
reflect their base understanding of the  fundamentals of EGD and introduce to them the concept of 
communicating, telling stories, and guiding the public visually in the built and natural environment. 
 
• Initiate an architectural EGD vocabulary.  
• Introduce the understanding of the architectural scale.  
• Use of typography in the environment.  
• Understanding the human factors of information in the physical space.  
• Interact with other students in discussions and critiques. 
• Utilize verbal, writing and visual presentation skills. 
• Clearly explain the concept in the three-dimensional realm. 
• Use dimensions and measurable scales to convey sizes. 
• Learn about basic sign materials and fabrication methods. 
• Understand the process of research and analysis, schematic design, design development and      
   documentation. 
 
 
 
 
 
 
 
 
 



        
 
 
 
 
Lesson Plan Outline  
  
Exercise 1: Setting type in a large scale and putting it up in an open environment.  
This class exercise is to get students to start looking at and setting type larger than 12pt. 
The students are to set their first name centered horizontally onto an 8.5x11 piece of paper at a two 
(2") inch cap height. They will select a typeface that best visually describes them (i.e. if they are quiet, 
soft and shy then they may want to choose a serif font that is thin or light or if the student’s 
personality is more loud, assertive or aggressive they may want to select a san serif font in bold or 
black. After the students’ names have been typeset and evaluated, they will then increase it up four 
times to an eight (8") inch cap height. Depending on their name some students may need to tile two or 
more 8.5 x 11 print outs together. 
 
Parameters:   
• Must be an actual typeface.  
• How they increase it is up to them.  
• Must be exactly 8" in height.  
• Variety of expression is important.  
 
Learning Objective  
This exercise is to get students to recognize the importance of kerning letterforms in a large scale.  
  
Assignment 1: Dimensional Letterform  
Start with the total number of students in your class. Have the students come up with a phrase that 
will include the total number of letters equal to the amount of students in the class. For example, a 
class of 15 may come up with the phrase “RELIGION DIVIDES.” Once a phrase has been decided upon 
cut up the phrase and have the individual letters put into a hat. Each student will select a letter out of 
the hat at random.  
 
Using their given letterform, students are to create a three-dimensional, sculptural interpretation of 
the chosen phrase with the following constraints:  
• Must start with an actual typeface.  
• Must have some physical reference to the “edges or limits” of a 10" x 10" x 2" volume.  
• Can be made from any material to fit the concept. 
• Must clearly and visually represent your concept of the chosen phrase.  
• Must use all surfaces.  
 
Evaluation Criteria: 
• Concept.  
• Verbal presentation.  
• Written concept brief.  
• Balance of typographic fidelity and sculptural presence 
• Three-dimensional richness. 
• Craftsmanship. 
 
Presentation Format:  
Express your design in a well-crafted model of any media.  
 
Learning Objective:  
The project is to work with an overall team concept while expressing their own individual concept.  



        
 
  
 
 
Assignment 2: Name Sign/Self Portrait  
The students must use their legal name, either first, middle or last, to design a front entry sign of a 
business that he or she would love to own and operate if they had the opportunity to do so. They 
should pick a business that characterizes their personality, interests and design aesthetic 
preferences. (i.e. If they chose to create a sign for a bar, the student should conceptualize what type of 
bar it would be, such as a sports bar, music bar, or thinking bar etc. The bar should also reflect their 
personality and the type of people they would want to see patron the establishment).  
  
Parameters:   
• Students must use their legal name.  
• Variety of visual expression and illustration to convey the concept and students’ personality is 
encouraged.  
 
Evaluation Criteria: 
• Concept.  
• Verbal presentation.  
• Written concept brief.  
• Three-dimensional richness. 
• Quality of design intent illustration of the sign. 
  
Presentation:  
The Name Sign/Self Portrait should be presented in scaled drawings with full design intent, scaled 
measurements, and material specifications. 
 
Final Report   
This course outline was successful in introducing to the class a sense of how to think and work in the 
profession of Environmental Graphic Design, by demonstrating a real EGD process experience. 
Everyone was pleased with the results and students achieved many of the learning outcomes. This 
course showed how graphic design and graphic designers could be a big part of place-making and to 
inspire students to learn more on their own. I believe this course makes them become better 
conceptual problem solvers and, perhaps, much more aware of their community, current affairs and 
physical environment.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



        
 
 
 

           
 
 

           
 
 
 

           
 
 
 
 
 
Samples of Student Work – Dimensional Letterform 



        
 
 
 

                 
 
 

           
 
 

           
 
 
 
 
 
Samples of Student Work – Dimensional Letterform 



        
 
 
 

           
 
 
 

 
 
 
 
 
Samples of Student Work – Dimensional Letterform 



        
 
 
 

 
 

 
 
 
Samples of Student Work – Name Sign Self Portrait 



        
 
 
 
 
 

    
 
 
 
 

 
 
 
 
 
Samples of Student Work – Name Sign Self Portrait 



        
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
Samples of Student Work – Name Sign Self Portrait 



        
 
 

 

 
 
Samples of Student Work – Name Sign Self Portrait 



        
 
 
Conclusion 
The Academic Workshop served as a call to action for a number of SEGD initiatives 
that are being developed because of the success and maturity of the academic 
programs involved in EGD. Theses include: 
 

• An Academic Advisory Committee made up of academics, professionals and 
board members that can provide recommendations on how schools can meet 
EGD competencies, evaluate and assist new programs and create new 
resources to support school curriculums. 

 
• A revised grant program that focuses on a combination of ongoing resource 

support for schools and experimentation grants for new programs. 
 

• A peer reviewed journal profiling achievements in academia including 
projects, articles, research reports and thesis studies. 

 
• A yearly SEGD workshop focused on providing academic resources, inspiration 

and review for schools interested in developing EGD programs. 
 
Next years workshop will be in Washington D.C. If you would like to be involved in the 
event or receive additional information on SEGD Academic Programs go to the SEGD 
web site at www.segd.org or contact Craig Berger at craig@segd.org. 
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